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NOW EVERYBODY CAN CREATE
LEARNING GAMES

In a very few minutes you can create your very own interactive learning games. With a login to
ActiveFloor’s Online Platform MyFloor, you can develop games by use of any mobile device or
computer. You decide in which game universe your content is made, and which subject, theme
and age group it is tailored to.

In addition to the fact that you can make your own games, you can play a great number of
already existing learning games that have been made in collaboration with teachers and
pedagogues.
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ONE GAME-TEMPLATE
A BILLION COMBINATIONS

Do you teach maths, English or science? Well, you decide the content and the degree of
difficulty that suit you. In every game template you can easily add your own texts, pictures,

sounds and videos.

You can also change the ‘skin’ of the game template. When using a skin, the appearance of the
game template changes, but not the functions available with the game. This will make your
games even more personal and relevant.

Numerous game templates mean unlimited game combinations!
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PIRATE'’S ISLAND

Pirates’ Island is a strategy game that is like a mix of
Risk and the old street game “| declare war.”

In our version, it is a quiz that includes solving
problems in a limited amount of time. The game has
different degrees of difficulty which you can adjust.
The participants have to work together in order to
conquer territory for their team. The winning team is
the one who has biggest territory when the time runs
out. You can create exercises that make the pupils
expand their vocabulary, solve equations and other
math problems, practice chemical formulas, etc. The
games can be used in all subjects.
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DANGER IN THE JUNGLE

Danger In The Jungle is a quiz where two teams/
players compete to cross the magical suspension
bridge first.

There are two variants of the game: one where each
team takes turns to answer the questions and wait for
each other, and one where it is a race. Either together
or on their own, the players have to answer questions
that bring them closer to the finish line so that they
may cross the bridge. If a player gives a wrong answer,
a board will fall off the suspension bridge and the
person will “fall into the water” and will have to start
over. The goal is to get to the Holy Grail first.
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THE SWAMP (SKIN)

The game ‘The Swamp' is a quiz game where two
teams/players compete to be the first to get across
the floating tree trunks.

The game works like our Jungle Game where there
are two variants of the game - one where each team
take turns answering and the participants wait for
each other, and one where it is a race. Either as a
team or on their own, the participants have to answer
questions which bring them closer to the finish line so
that they can get to the other side. If the player gives
a wrong answer, the tree trunks sink and the person
“falls into the water” and has to start over. The goal is
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QUIZ-NINJA

Quiz Ninja is a simple quiz consisting of multiple
rounds. When answering questions in the Quiz Ninja
game, it is important to be quick but at the same time
patient as a ninja. Questions appears and the answers
are then floating around on the floor. The players
have to pick the right answers as quickly as possible
by placing their “ninja star” on the answer. If you are
too slow, you may risk not being able to place the
ninja star on the right answer before time is up. On
the other hand, if you are too impatient, you may risk
placing your ninja star on the wrong answer. The right
and the wrong answers are revealed when the pre-set
time is up.
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QUADRO-WORLD (SKIN)

In the game Quadro-World you find yourself in a
colourful imaginative world where you in several
rounds have to solve tasks together. Questions are
asked and multiple answers float around on the floor.
The participants have to pick the right answer as
quickly as possible by jumping on it. If you are too
slow you risk not jumping on all the right answers
before the time is up. The right and wrong answers
are revealed when you reach the pre-set time limit.

The game trains your ready knowledge, ability to
keep a clear head and cooperative skills, while the
participants are physically active. You can easily
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SMACK THE FLY

Smack the Fly has an unlimited number possibilities as
it can be used both a quiz and as a memory game.

The game begins by asking a question either in the
shape of a text or a picture. Then the clock starts and
various answers appears on the floor. The objective
for each player is to swat their way to the highest
number of correct answers. The players select/swat
the right answer by stepping on it. When time is up,
the right and the wrong answers are revealed on the
floor.

We recommend 1-4 players/teams.
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BUZZIT

Buzzlt is a classic quiz where the players have to
use their Buzzer to answer various questions. The
objective is to get as many points as possible.

Each player/team gets their own Buzzer. A question
appears on the floor and when the Buzzers are
blinking, it is time to tap the Buzzer to answer the
qguestion. Only after the player has tapped the Buzzer,
3 possible answers appear.

In Buzzlt the players’ knowledge and memory are put
to the test. If the player answers correctly, s/he gets
the point, while if the wrong answer is chosen, the
opposing players get a point.

For 2-4 players/teams.

Quiz Games
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GLOBETROTTER

Globetrotter is a quiz which is quite different from
the other games in Active Floor. In this game, 6 teams
compete in being globetrotters.

Each team takes turns to receive a number of hints
which are aimed at revealing where the players

are in the world, country or city. When the players
have gone through their hints, they have to guess
where they are. They guess by dropping a pin onto
the map. If the pin is placed correctly, you receive a
globetrotter point.

When the game ends, there are three winners: The
Best Globetrotter, The Best Friend and The Most
Acknowledged.

The Globetrotter game trains collaboration,
acknowledgement and culture.



BIKERACE

In BikeRace there are two player who have to
compete about how fast they can be - riding the

bike. In the middle on the floor you see the track,
where the players has to step on the pedals to get the
bicycles forward on the track.

During the game you will meet various stops where
you have to answer a question before you can ride on.
These questions may be true or false. If you answer
incorrectly, you will receive a time penalty.

First rider across the line wins the game.
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SPINIT

Spin it, is a game where the participants either have to
perform various activities or answer questions.

The players stand in a circle on the floor with the
arrow placed in the middle. One of the players steps
on the arrow to make it spin. The person to whom the
arrow points when it stops has to either carry out an
activity or answer the question that pops up. When
the player has completed the task, she/he has to spin
to arrow.

In this game, the players can learn a lot of things
about the other players, or simply challenge the
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UNDER THE SEA (SKIN)

In the gaming skin ‘Under the Sea’, the players are
invited down below sea level, where the turtles
Turtle-Blue, Turtle-Yellow, Turtle-Pink and Turtle-
Purple are having a big Fest-sea-wal.

‘Under the Sea’ functions like our quiz game ‘Pirates’
Island’ where the players have to solve tasks before
the time is up. The game has different degrees of
difficulty which you can set yourself. The players have
to work together to conquer things for their party.
The winning team (and turtle) is the one that has
conquered the most things for their party when the
time is up. You can construct your own questions and
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SPIN THE BOTTLE (SKIN)

‘Spin the bottle, is a game where the participants
either have to perform various activities or answer
questions.

The players stand in a circle on the floor with the
empty bottle placed in the middle. One of the players
steps on the bottle to make it spin. The person to
whom the bottle points when it stops has to either
carry out an activity or answer the question that pops
up. When the player has completed the task, she/he
has to spin to bottle.

In this game, the players can learn a lot of things
28 TEAMWORK & COGNITIVE LEARNING about the other players, or simply challenge the
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COMBI FROGS

Combi Frogs is a memory and cooperative game.

A player begins a tale by stepping on a picture. The
next player then has to build on the story by stepping
on a new picture, but first s/he has to repeat what
the first player said and step on the same picture. The
third player continues in the same way. If you forget a
part of the story or step on the wrong picture, you are
out of the game. The winner is the last person/team
standing on the floor: the one who could remember
the whole story.

You can use the game in all subjects where the target
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| |

9 L]
& PHYSICALACTIVITY ¥ COMMUNICATION For 2-4 players/teamS.
| |
# CREATIVITY
|

©

Memory Games

MEMORY

In this game, the good old game of memory that we
all are familiar with, appears as a whole new and fun
experience when it is projected onto a big floor.

In this game, the players take turns to flip two cards
that lie on the playing surface. If the pictures match,
you get a pair. The team with the most pairs wins the
game. The content of the cards can be both texts and
pictures.

For 1-4 players/teams.
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DEATHSTONE (SKIN)

Our classic memory game has gotten a completely
new look - we call it a skin.

Take a trip into the cave of death where fire, heavy
boulders and skulls create a cool frame for training
the memory and collaborative skills.

The participants take turns to flip over two cards
which lie on the playing surface. When the pictures
match you get a pair. When the game is over, the
team with the most pairs wins the game.

The content on the cards can be both text, pictures
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UNICORN (SKIN)

Our classic memory game has gotten yet another

skin - Unicorn. In the game, ‘Unicorn’, the participants
get a whole new visual experience as rainbows, sugar
glazed donuts and the unicorns Shina, Silly, Fancy and
Jolly invite imaginative training of the memory and
collaborative skills.

The participants take turns to flip over two cards
which lie on the playing surface. When the pictures
match you get a pair and the unicorn neighs
enthusiastically. When all the cards have been
matched, the unicorn with the most pairs wins the

game.
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PUZZLE

The ‘Puzzle’ game is a classic puzzle where the aim is
to place the pieces of a puzzle in correct order. One
player at a time can mark the piece that the player
wants to move by stepping on it and go to the space
on the floor where the piece should be placed.

Patterning is the foundation of reading, math and
logic skills. So when your child does puzzles, they
are doing one of the best brain building exercises for
developing their reading, math and logic skills. They
also develop problem solving skills and individual
success and achievement.

For 1-2 players.

Memory Games
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SIMON SAYS

In Simon Says you need to remember as many
combinations as possible - and then repeat them. It is
a fun memory game for most people, where you can
follow who has the standing high score.

For 1-2 players.
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FOOTBALL

The Football game is a sports game and a good way to
bring physical activity into daily life.

In this game, two teams or people compete to score
the most goals. The game is ideal to use as an activity
that gets the players to use their bodies and get their
hearts pumping while having fun.

At the same time, the funny sound effects of the
game make for a credible playing experience.

For 2 players/teams.

2, TEAMWORK € COGNITIVE LEARNING
I [

& PHYSICALACTIVITY ¥ COMMUNICATION
I I

7 CREATIVITY

|

Sports & Activity Games

AIR HOCKEY

There are plenty of activity and movement when you
are playing the sports game Air Hockey.

In this game, two people or teams compete to score
goals. In each end of the floor, there are two circles
which the players have to step on in turns, to get the
puck to move. This adds another dimension to the
game which requires the attention and concentration
of the participants.

You train the pupils’ speed while getting their hearts
pumping.
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THE KITCHEN GARDEN (SKIN)

Like The Flower Garden, The Kitchen Garden is a
coordination game where the players grow their
carrots, tomatoes, potatoes and radishes. The
participants have to think creatively and act logically.
They have to collaborate and have a good time
planning and tending their garden - from preparing
the garden soil for planting, sowing, watering,
weeding, disinfesting and examining the animals - so
that the garden ends up as you want it to be.

To carry out the actions in the game, the players have
to stand on one leg - in this way, they improve their
balance at the same time.
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SPLATTER SPACE

The Splatter Space game is an activity game and a
good supplement to use in order to bring movement
into daily life.

It is a physical game where you have to get your body
moving in order to squash aliens of various colours.
You begin the game by choosing how many players
are going to participate. You do this by selecting a
colour for each player to squash. The player/team
then has to squash the aliens of their chosen colour.
There is a total of 6 colours/teams. The winning team
is the one who has quashed the most aliens of their
chosen colour.
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DJ-LAB

In DJ-Lab the players learn to put sounds and music
together in the matter of seconds. They learn how

to combine drums and guitar sounds and what the
difference between rock, pop and classical music is.
The players have to think creatively and cooperate in
creating their very own tracks.

To mix the different sounds, the players have to
activate the sounds with their feet or hands. After
that, they can decide how loudly the sound plays and
if it should be on a loop.

For 1-4 players.

Sports & Activity Games
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THE TV-LOUNGE

In the TV-lounge, you can embed various YouTube
videos that you can use for both teaching particular
themes and for karaoke and sing-alongs.

You can also embed the participants’ own videos: you
simply need to make sure that they are uploaded to
YouTube.

Sports & Activity Games




THE PICTURE BOOK

The Picture Book is a slideshow which, like a book,
gives you the possibility to swipe through various
“books.” Other than that, you can upload your own
pictures and sounds, or you can even use it as a part
of reading aloud and storytelling.

The Picture Book is suitable for children in day
nurseries or nursery schools, but it can quickly be
adapted to older children too.
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THE FLOWER GARDEN

The Flower Garden game is a coordination game
where the children tend to their own gardens. The
players have to think creatively and act logically.
They have to cooperate and have fun in planning
and tending to their gardens - from preparing the
garden soil for planting, sowing, watering, weeding,
disinfesting and examining the animals - so that the
gardens end up exactly as they want.

To carry out the various jobs in the garden, the
player has to stand on one leg. In that way, the pupils
improve their balance as well.
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CHESS

The ‘Chess’ game is a two-player strategy game. It is
the classic where the objective is to checkmate the
opponent’s king by placing it under an inescapable
threat of capture. To this end, a player’s pieces are
used to attack and capture the opponent’s pieces,
while supporting one another.

The game of chess learns children to concentrate,
think logically, overcome obstacles, spot patterns and
categorize information. It helps with the development
of problem-solving skills, planning, patience, focus of
thought and self-discipline.
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DRUMS

In ‘Drums’ you can play drum beats, drum solos and
songs along to your favorite music.

Play the virtual drums by touching the floor or with
feet, playing on the drumset elements (snare drum,
toms, cymbal, kick drum and hihat).

For 1-3 players.

P

1, TEAMWORK © COGNITIVE LEARNING
I I

& PHYSICALACTIVITY #* COMMUNICATION
I I
7 CREATIVITY

I

(%)

Sports & Activity Games




WALLBALL

The Wallball game is a classic “playtime game” and is a
good way to bring physical activity into daily life.

In this game, the objective is to hit the ball against a
wall for as many times as possible without it hitting
“the floor.”

The game is ideal to use as an activity that gets the
participants to use their bodies and get their hearts
pumping while having fun.

For 1-4 players at a time.
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AWESOME FOREST

The Awesome Forest game is a sensory game which
invites movement and using your senses in relation to
the various colours and sounds of an autumn forest.

The game can be set in two ways: one where the
players have a good time and cooperate in sweeping
away all the leaves with their feet, until the floor is
empty. In the other setting, the players are free to
play and push the leaves around the floor with their
feet, as the leaves reappear on the floor slowly.

For multiple players.
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SAKURA

Sakura is perfectly-suited for small children as it
focusses on movement and sensory perception. It's
like the game, Awesome Forest, which you might
know, but with more possibilities.

On the MyFloor platform, you can add your own
graphics, sounds and pictures to the Sakura game
template, and combine them as you'd like so the game
is tailored to the user’s need.

For multiple players.
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WATERWORLD
WaterWorld is a sensory game where you meet life
below the surface of the sea. See if you can catch the

red fish or make the stingray follow you.

For 1-4 players.
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BUTTERFLIES

Butterflies is a sensory game. Here you can play the
game in two different modes - first mode is in free
play, here you can catch as many butterflies as you
want and make them fly around your foot.

In the second mode, you now have to catch the
butterflies again, but at the same time get them to the
dancing mushrooms before you can advance to the
next level.

For 1-4 players.

Sensory Games
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